CHECK PINOCHLE
After the shuffle by dealer and cut by the player at his
right, each player is dealt a hand of 12 cards, 3 at a time
per round.
The turn to deal in subsequent hands goes to the left.
a. To be the highest bidder, name the trump suit and          3
make enough in scoring combinations (melds) and counting   Objects of
cards with partner to fulfill the contract.                             the Game
5. To earn "check" bonuses as later described. To have
a greater number of checks than opponents when the game
is over.
Player at dealer's left has first chance to bid.                        4
To qualify to bid, any player must hold a king and queen   The Bidding
of the same suit (marriage). No matter what other melds
a player holds, and no matter what the strength of his hand
otherwise, he may not bid unless he holds a marriage.
Numerical bids are made for the right to name the suit
that will be trump for the deal. The winning bidder obli-
gates his side to score points in melds and counting cards
combined at least equal to the amount of his bid. The bid-
ding turn goes in clockwise rotation, each player bidding
or passing. Once a player passes, he may not reenter the
bidding; but until he passes, he may continue to bid in his
turn. The bidding continues until someone makes a bid no
one else will raise.
The lowest bid is 200. Successive bids must be in multi-
ples of 10, but a player may overcall by as much as he cares
to. The trump suit is not named during the bidding.
If the first three players pass, dealer is forced to bid 200
and does not need a marriage for this automatic bid. This
is known as being "in the seat." If dealer wishes to make a
bid higher than 200, he must hold a marriage. Thus no deal
may be passed out.
When the bidding is over, the successful bidder names          5
the trump, and each player shows the melds that he wishes    Melding
to score according to the values given in the tables in Sec.
8, page 350. The rules for making melds are described in
Sec. 4, page S58.
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